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• Rasterization provides good memory locality 
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• Surfels/splatting/randomized Z-buffer
• Pfister (2000), Zwicker (2001), Wand (2001)  

• Eliminating unnecessary work
• Jones, et. al. “Shader Maps” (2001 sketch)

• Even more this year…
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• “Rendering with Natural Light"         
by Paul Debevec
• From SIGGRAPH 1998 Electronic Theater

• See also Debevec, "Rendering Synthetic 
Objects into Real Scenes", SIGGRAPH 1998

• “Pipe Dream” by ANIMUSIC
• From SIGGRAPH 2001 Electronic Theater

• See also www.animusic.com
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• Rasterization and depth buffering 
allow merging many techniques

• “Rumors of rasterization’s death     
are greatly exaggerated”
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